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Welcome to Issue #7 of the SMITE Community 
Magazine! If it’s not your first visit, welcome back! 
Take your shoes off at the cover, wipe your feet on 


the editorial and continue into fantastic content! 


We've moved a little bit away from our regular 
series bits of content this issue and, instead, 
have a few more standalone articles; however, 
returning is Cosplay Corner where he cosplay as 


Pajama Party Kumbha, “Who is” gets a double 


COM MUMGY MAGAEMB 21s momncorerng son Kuktton an 


Sylvanus, and then our two theory articles return 


in the form of In Theory and God Re-envisioned. 


If you're more into interviews, we've got one with content creator, Schileruu, and another one 
with RoosterTeeth employee Chris Martin after their recent announcement of the Inter-office 
tournament. Along with this, we've got an article on how to find a group, another looking at the 
stats and seeing who the best healer is to play. Along with this, we take a look at discipline within 


SMITE and a new fiction series starting where we see Chronos take on the role of a detective. 


We also have featured the Hi-Rez staff chosen picks from the previous month of Art Shows and Showcases! 


So dive in and experience everything we have to offer! 


Steve Greenfield 


Kris Kaostic’ West 
Managing Director 
Editor 


E-mail: smite(agameonmag.com www.gameonmag.com/smite 
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In the past month, Bakasura has been given the 


remodel treatment obta 


the same, but h 
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The SMITE World Championships have successfully 


surpassed a prize pool of $1,000,000 thanks to 


The Odyssey releases. There are currently 10 


items available for purchase from The Odyssey. 
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His premium skins: Death Machine and 
Feaster Bunny, have remained untouched and 
still resemble the old Bakasura model. 


visual appearance. His kit and moves all remain 
upgraded. He also now has a new recolour skin. 


® 
— 
eae 
Cc 
®o 
= 
[=)) 
Cc 
®o 
oO 
ne} 
WY 
O 
<< 
O 
j= 
=) 
WY 
O 
x< 
O 
aa) 
c 
~ 
Cc 
Oo 
=) 
WY 
O 
joe 
oO 
cox 
yw 
= 


remodel treatment obtaining an entirely new 
the same, but his effects and look have been 
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Tiermonster are running a tournament in aid for Tango skin and $100 gets you Poolseidon. Once 
gaming charity, Child’s Play. You can nab yourself you donate, you are put into a draw to play with one 


some nice skins too for your donations. $5 will get of the 30+ team captains within the tournament! 


you a TM Ward Skin, $20 gets you Chang’E’s Lunar Check it out by clicking here. 
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HOW TO FIND 
A GROU 


TEAM: Together Everyone Achieves More. Have you seen that acronym before? It's fairly common 


By Noe Ponce ~~~ 


and a little cheesy, but let's be honest, when it comes to MOBAs, it's totally true. 


WW" playing SMITE, 
everyone has a role or 


responsibility. Whether it is Support, 


Mid Lane, picking up Hand of the 
Gods, warding Fire Giant/Gold Fury 


or calling their MIAs, everyone plays 


a part in the success of the team. 
Think about it. How do teams 
win? They out-play the opposing 


team. Sure, individual skill level 


The SMITE Community Magazine Issue #7 


and god choice play a part in every 
match, but even a team with a bad 
team composition can still pull a 

W if they really work together. I’m 
sure you have been there. You get 
into the god loading screen, see 
your team versus the enemy and 
think “GG. We lose.” yet somehow, 
your team comes out on top. Odds 


are the enemy team did not work 


together as well as your team did. 
So what makes a good team? 
A lot actually. Several factors go 
into making a team worthy of 
bragging rights. Some factors are 
more important than others, such 
as good communication. Being 
able to communicate verbally with 
your team Is paramount, not just 


in SMITE, but ANY game where 
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you play cooperatively with others. 
Player personalities also play an 
important role. You wouldn't want 

to work with someone you don't get 
along with, right? Online play is the 
same way. Some players are more 
aggressive than others and quick to 
snap In anger. Some simply aren't 
aggressive enough and complain all 
game long if things aren't going their 
way. It’s imperative to find a good 
group of people with a nice balance 
of personalities and egos. A team 
full of hot heads could end up raging 
at each other all game long. A team 
of downers may give up when the 
chips are down and surrender at 10 
minutes. Find the right combination 
of players that works for you to 


avoid any nasty ragequit situations. 
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Learning to trust your 
teammates is another key component 
in having a good team. You need 
to know that your Hunter can land 
his auto-attacks and abilities, or 
that your jungler knows when it’s 
a good time to gank. Team trust 
begins in the God Select Screen, 
before the game ever starts. Every 
player has certain strengths and 
weaknesses that teammates need 
to compensate for. If an ally can’t 
jungle to save their life but excels 
in the solo lane, have someone else 
on your team manage the jungle. If 
one player Is trying to support for 
the first time, have them duo with 
a teammate who is an experienced 
Hunter. Backing each other up and 


playing to everyone's strengths is 


SS SSS 


what a team Is all about. One player 
can't do it all. The matches contain 
three to five players for a reason. 
Now of course, you can’t have 
a great team experience without a 
great team in the first place. Luckily, 
there are several ways to find and 
connect with players who could 


be potential future teammates. 


CURSE VOICE 


Curse Voice is a godsend [no pun 
intended] for gamers looking for a 
good team. It cuts out any awkward 
exchange of screen names or server 
password information while in-game. 
You just hop on Curse Voice and 
join a match. If someone else Is on 


Curse Voice you will be offered to 
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join them in a call. It’s that easy. If 
you happen to join-up with someone 
and hit it off ina good game, then 
you can ask If they want to play again 
and shoot them a friend request. 
Depending on how well the two of 
you meshed, the other person may 
say yes, but they may also say no. 
The point is that the opportunity 

is there. That is what Curse Voice 
does; it offers players ways to 

more effectively communicate 


and connect with one another. 
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ADDING PLAYERS 
POST-GAME 


A more traditional way to 
create a team on SMITE is by friend 
requesting players you had fun 
playing with or maybe even carried 
you to a win. There is no shame in 
trying to add someone who just went 
18/3/9. You want to be friends with 
good players. Everyone does. Friendly 
players also make good teammates. 
These are the players who may, when 


they get in God Select, go out of their 


way to greet everyone and try to fire 
everyone up in hopes of a good game. 
If you surround yourself with skilled 
players and friendly people, you could 
have the talent and personalities 


needed to form a good team. 


INTERNET FORUM 


The official SMITE discussion 
board and smite.boards.net each 
have a “Looking for Group” sub- 
forum where players can post who or 
what they are looking for in a team. 
You can also create a thread on /r/ 
SmiteLFG on Reddit. Forums can be 
a great recruitment tool for clans 
looking to expand or solo players 
looking for partners-in-crime. Unlike 
the previous two options, posting 
on a LFG thread allows you to tella 
little about yourself. This often puts 
the players reading your thread at 
ease because they already knowa 
little bit about you before inviting you 
to a match. You can state your best 
gods are X, Y and Z, that you prefer 
to Solo or Jungle, and that you are 
online every night at some specific 
hour. If you happen to fit the criteria 
that others are looking for, you could 
have a team built in no time. The 
only drawback to internet forums 
is that, in order to be effective, 
you must create a strong enough 
message and then hope others 


will read it and respond to you. 
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REAL LIFE FRIEND 


Playing with real life friends 
can be a ton of fun and a very easy 
way to form a group. You already 
know you like their personality, feel 
comfortable talking with one another 
and can usually reach one another 
easily when it’s game time. The only 
drawback is that, well, they're your 
friends. What If they happen to be 
bad? Would you normally continue 
playing with someone who keeps 
making you lose? Generally not. You 


would just un-friend them or never 


invite that person to game. This can't 
always be the case when gaming 
with real life friends. You may be 

the only reason they're playing. The 
other side of that coin however is, 

no matter if you win or lose, you're 
still playing with your buddies and 
having a good time. Someone may 
get angry or frustrated in-game, 

but at the end of the day, you're 

still friends. In the end, the near 
moral obligation to play with real life 
friends, whether they're good or bad, 
makes this method possibly the least 


effective for building a strong team. 
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Finding a great group of players 
can lead to great games, great 
times and great friendships. And 
who knows? Maybe a friend you met 
through Curse Voice or a LFG thread 
will become a real life friend one day. 
The friendship could expand out from 
SMITE and into other games. When 
it comes down to it, you're looking 
for more than a good group to play 
SMITE with. You're looking for friends 


to share gaming memories with.— 


By Noe Ponce 
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COSPLAY 


By Keikei Flores & Shayna Connor ~~~ 


Hello again crafters! It's October and that means Halloween, Doom and Glooms favorite holiday, is right around the corner! 


Get out your sleeping bags and fuzzy slippers because this month's feature is Kumbhakarna's Pajama Party skin! 


er ni 
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et us begin our 

Lo endeavor 
with Kumbhakarna’s clothing. 
Kumbhakarna Is clearly wearing 
“jammies” and unless you have 
a Spare set laying around, you're 
going to need to sew some. Dust 
off those sewing machines and 
get ready to work! We selected 
Simplicity brand pattern 3971 
because we already own it [you can 
purchase one from a major craft 
supply store], it matches perfectly, 
and it is listed as “easy to sew”. 


Did you forget? Kumbhakarna’s 


pajamas have a drop seat - ora 
“butt flap”, as Doom likes to call 
it. No worries. You can adjust the 
pattern to sew one In, or you can 
use a cheat code”. Okay, so its 
not an actual code. However, you 
can attach a flap to the seat of the 
pajama pants with velcro to make 
it look like a real drop seat. Stencil 
and cut the pajama fabric and 
some pink fabric into a rectangle 
that each covers almost all of your 
derriere. On the backside of your 
pants, center and attach the pink 


fabric. Attach the pajama fabric 
The SMITE Community Magazine Issue #7 


on top of, and along the bottom 

of the pink fabric rectangle. Place 
velcro tape at the three other 
sides of fabric and ta-da - you've 
made yourself a faux drop seat 
and you won't have to worry about 
flashing your knickers to a group 
of strangers! There are a couple 
of options that can be utilized to 
achieve Kumbhakarna’s signature 
pajama pattern. Gloom chose to 
purchase plain blue fabric and 
then stencil on the elephant and 
cloud shapes. If you don't want 


to do that much labor, and if you 


have a little extra money in your 
budget, you can use a site like 
Spoonflower to create a custom 
fabric. When you are working on 
those pajamas take your time 
reading the pattern - measure 
twice, cut once! And don't forget 
his night cap! If you don't have a 
pattern, don't worry. Stencil an 
isosceles triangle on two pieces of 
your pajama pattern, place them 
together with right sides facing 
eachother, and sew up the two 
even sides of the triangle. Reverse 


the fabric, and there you have it 
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- one Kumbhakarna night cap! 
On his feet, you'll notice, he’s 
wearing a very cute pair of pink 
bunny slippers. These can be 
easily purchased online or at your 
local shoe store. Doom located 
the slippers after a quick search 
on Amazon using the keywords: 
Pink Bunny slippers. Also, if you 
want to be as close to accurate 
as possible, you can buy a plain 
pair of pink slippers and add the 
bunny details yourself. Next we 
have Kumbhakarna’s precious 
teddy bear backpack. Doom, who 
is terrible at sewing, suggests 
finding a teddy bear and adding 
brown vinyl straps or buying a 
premade bear backpack [like this 
one: Teddy Bear backpack) and 
modifying It so it looks closer to 


the in-game model. Your ‘pre-fab’ 
The SMITE Community Magazine Issue #7 


backpack will be looking pajama 
party ready after you add large 
brown buttons for the eyes, tan 
felt for the face, tummy, and feet, 
a red toothbrush to poke out from 
the front pocket, and a zipper 
detail around the midsection. 


For Kumbhakarna’s hair 
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search yields hundreds of options 
for costume facial hair that, when 
styled, would look exactly like 
Kumbhakarna’s. This link, Civil. 


War General Side Burns, features 


an example of similar facial hair. 
Another interesting and rather 


tricky detail on Kumbhakarna are 
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Doom and Gloom would purchase 
a long, textured black wig, and 
loosely style it in a low ponytail, 
wrapping the hair tie with a long, 
thin strip of pink fabric. His facial 
hair and sideburns are a similar 
style to how beards were trimmed 


in the civil war era. A quick Google 


RODY FEATURES.” 


his fangs. Gloom came up with 
two options; both are affordable 
and fairly easy to do. First, you 
could buy a set of fangs from a 
Halloween store. Most of the fake 
teeth for purchase in a costume 
store are plastic, come in varying 


lengths, and are either sold with 
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an adhesive or are designed to 
Snap over your teeth. Your second 
option is to make a custom pair 
of your own. Gloom found several 
videos on YouTube with very exact 
and easy to follow instructions 
on how to make your own fangs 
and listed her favorite here. 

What sleepover is complete 
without a “Blankie”?! Doom 
and Gloom love Kumbhakarna’s 
blanket because It’s pink and can 
be made with NO sewing. You 
read that correctly. No sewing! 
Travel to your preferred fabric 
store and purchase one yard of 
36” to 45” wide, pink fleece fabric. 
Congratulations, your blanket is 
done. The fabric will open up to 
a nice manageable square and 


because it is fleece, it should not 
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fray or run. If you would like the 


edges to look cleaner you can 

choose to hem them or attach 

a matching bias tape border. 
Kumbhakarna’s pajamas do 

not fully conceal some of his more 

prominent body features. You'll 

notice on his right shoulder, some 


of his spikes are still visible. 


Doom would suggest making 
the spikes out of foam floor mats 
covered in expanding foam, as they 
are both lightweight yet sturdy. 

To begin, have a friend measure 
your shoulder so you can estimate 


how big the base of the spikes 
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will need to be. Then cut out the 
basic triangle shapes on the foam 
floor mats, making them slightly 
smaller than what you measured 
because the expanding foam 

will add bulk. Making sure the 
triangles are positioned upright 
and are stable, spray them with 
a thick expanding foam. Allow 
the foam to fully cure and then 
carve out the desired spike shape. 
Cover the horns in several layers 
of paper mache and then a few 
top layers fast mache or paper 
clay. Next, Doom would use a 
dremel and carve a bit of texture 
into the foam to prevent the 
spikes from looking too flat or 
smooth. From here it’s business 
as uSual - apply a couple layers 
of primer/filler, sand out any 
major imperfections, paint, and 
then seal everything with a nice 
shiny top coat! Doom lists here 

a basic tutorial on how to make 


foam spikes. To make wearing 


the spikes a little easier, Gloom 
suggests attaching them to an 
undershirt and adding a security 
strap that goes under your armpit 
to prevent them from wobbling or 
getting off balance. Remember 


to cut into the pajamas to allow 
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the spikes to poke out. Start with to stencil the pattern on your different ways to craft the lamp 

a small hole and gradually widen hands - just remember if you use that Kumbhakarna carries. The 

it until the base of your spikes fit the restroom while in costume simpler way to approach this 

nice and snug. Have ahot glue gun you will wash your pattern off would be to purchase a cheap 
ready and use it to “hem” the cut when you cleanse your hands. lamp (ex: Floor Lamp) and modify 
parts of fabric around the spike. Doom came up with a couple a few of the components. The 


You may have noticed that 
Kumbhakarna has henna tattoos 
on his hands. If you are not 
familiar with henna, it is a dye 
made from plants and can be 
used for temporary tattoos that 
last 7 days or longer (depending 
on your complexion). His tattoos 
can be mimicked with a store 
bought henna kit and a little help 
from a friend. Gloom did a quick 
internet search and saw that the 
major craft stores in her area all 
carried inexpensive henna kits. An 


even lower cost option would be 


to use a brown washable marker 
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other option is to build it all from 
scratch. You should begin by 
purchasing a 1.5 thick PVC pipe 

- about 5 feet in length. We know 
the lamp in game looks much 
longer but remember folks, some 
conventions have restrictions on 
weapon height and a big weapon 
can be cumbersome to carry 
around all day. Also, if you are 
planning to pack this, make sure 
to measure and cut the PVC into 
segments and add double sided 
threading screws to allow you 

to disassemble the prop and fit 

it in your luggage. The next step 
would be buying a rigid plastic ball 
(maybe 6 to 8 inches in diameter] 
and cutting holes on opposite 


ends to allow it to slide over the 
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top part of the PVC pipe. Then 
attach a wide plastic ring (like a 
thick donut) underneath the orb 
to help hold it all in place. Doom 
would suggest using reheated/ 
melted worbla scraps and rolling 
them into the desired ring shape 
and thickness. The lampshade can 
easily be crafted out of medium 
thickness craft foam. Lay out a big 
sheet of foam and measure out 
and cut a long rectangle (maybe 2 
feet long). Then, while the foam is 
still on a flat surface, pattern and 
cut out the moon and star shapes 
seen on the shade. Seal the foam, 
paint it as desired and then apply 
your top coat. Once everything Is 
dry, attach the two edges of your 


rectangle together to make the 
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lampshade. The very bottom of 


the lamp has a somewhat ornate 
base that it stands on. Doom 
suggests using a couple pieces 

of lightweight wood [like balsa] 
stacked and glued together, then 
carved out in a similar half moon 
shape. Now give the entire lamp 
(minus the shade] a few good 
coats of primer. Once that’s dry 
and sanded, Doom recommends 
3- 5 coats of a high metallic gold 
spray paint, making sure that each 
pass Is sprayed evenly and lightly. 
Now get your hands on nice dark 
gold paint and begin painting on 
the filigree and metal details of 
the lamp. Doom likes to paint on 
highlights and shading with white 
and black colors to add depth and 
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dimension to her props. 
Allow everything to 

dry and seal the paint! 
The final step is finding 
a small flashlight or 
LED and attaching it 

to the topmost part of 
the pvc pipe- making 
Sure you can easily 
reach the switch to 
turn it on and off and 
can also switch out the 
batteries as needed. 
Also add a couple of 
short wooden dowels 
around the flashlight, 
attaching them at an 
angle that will allow you 


to properly place your 


lampshade. Set the shade lightly 
on the dowels until it appears 
evenly balanced, glue in place, and 
tah-dah- your lamp is complete. 
“Do you hear it? That distant 
rumble like thunder across the 
mountains?” Is it the bellowing 
snore of Kumbhakarna? No! It’s 
the applause of your adoring fans 
celebrating the completion of your 
mighty Pajama Kumbhakarna 
cosplay! Doom and Gloom say 
“Congratulations! You did it.” This 
sleeping giant may have looked 
easy to tame, but you know better. 
Now that you have completed 
this month's featured cosplay 
Suit up, step into the arena, 


and face the gods of SMITE.m= 
By Keikei Flores & Shayna Connor 
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INTERVIEW WITH 
SCHILERUU 


By Hunter ErkenBrack ~~~ 


| managed to grab some time with Nicholas Schileru, a SMITE community 
content creator who goes by the name Schileruu on YouTube. 


eis 19 years old and is passion for SMITE and superb editing where the editing emphasizes logos 
H currently studying Human skills to come up with about a dozen and hard cut outs moving along 
Biology and Music at Oakland golden nuggets of laughter. Many the screen with ‘endorsements’ 
University. He, like many talented of them are parodies of YouTube usually timed to dubstep or other 
content creators, has mixed his “MLG 360 no scope” montages styles of EDM. You should check 


24 The SMITE Community Magazine Issue #7 The GameOn Magazine 


them out here if you haven't 
already to get an understanding 
before we jump right into it. 

GameOn: How long have 
you been playing SMITE? 


Schileruu: | have been playing 


SMITE for a little over a year, | started 


playing the summer of 2013 when 


one of my friends showed me it. | had 


never played a MOBA before and | 
got hooked when | started playing it. 
GameOn: When was the 
first time you decided to make 
SMITE-related content and what 
was it? Any inspirations for 
your first piece in particular? 
The first time | decided to make 
a video | honestly just wanted to 
make something that would make 
my other friends who played SMITE 
laugh, so | decided to record a Joust 


game with us all playing the larger 
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gods of SMITE. The footage ended 
up being funny so! put music and 
other images we thought were 
funny and the rest is history. 
GameOn: Do you know any 
of the other content creators for 
SMITE or have any favorites? 
Pennsylvania, Spiffsinister, 
and PenguinOfDeath all 
make good SMITE videos. 
GameOn: Your videos often 
showcase “large and in charge” 
gods (Bacchus, Ymir, etc) - Are 
these your favorite gods? Or just 
ones that make for good content? If 
not - what are your favorite gods? 
As much as | love Bacchus 
and Ymir, Chronos and Thanatos 
are actually my two favorite gods. 
GameOn: Where did you 
derive your style from? Have you 


ever seen /r/montageparodies? 


SSS SSS 


| actually had never heard of 
/r/montageparodies before | made 
my first couple videos. “Ymir is 
here” got inspired quite a bit from 
those types of videos though. | 
think now a lot of videos are being 
inspired by the montage parody 
community, which is fine. | just 
hope they don’t get too overdone. 

GameOn: If you could change 
two things balance wise about 
the game what would they be? 

| think that Sun Wukong Is a 
little weak right now due to his 1 
ability being so weak. | think he Is 
a hard god to balance because his 
kit offers so much. Also, | think Ne 
Zha could do with some sort of buff 
as well, specifically to his passive. 

GameOn: Do you have a 
favorite game mode or MOTD? 


Grab bag is my jam. 
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GameOn: What was the first god 
you mastered? Any specific reason 
to why you enjoy playing as them? 

My first god | played a lot of was 
Anubis, | loved that he could melt 
people's faces with his ultimate. | 
don’t play him as much anymore 
due to his lack of mobility. 

GameOn: What kind of 
software/equipment do you use? 

| use my computer that | built, 
which has been a powerhouse for the 
past 2 years I've used it. | use several 
different editing tools for the videos; 
for editing music files | use Cubase, 
for video editing | use Powerdirector 
12, and for recording | use OBS. 

GameOn: Do you have any 
advice for people aspiring to 
become content creators? 

My advice to you Is to go for it in 


whatever content medium suits you 
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best. Try to be as original as possible 


and be open to constructive criticism. 


GameOn: Most of your videos 
feature Dubstep and various 
EDM wub webs. Is this the kind 
of music that you listen to in your 
free time/while you play? Or is 
it just for content purposes? 
| really enjoy EDM music 
and | occasionally listen to some 
Dubstep. | also enjoy lots of 
other genres of music as well. 
GameOn: Are you rooting for 
any professional teams right now? 
Yeah | like COG red because 
Boosh Is on it, and every time | 
have been in a game with him he 
has plowed our mid. | love it. 
GameOn: Are you playing 
any other games besides SMITE? 
Will you ever make content 


not related to SMITE if so? 


N 
N 
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| play a bunch of different games 
when | get the chance to, and me 
making videos on them would depend 
on If people would want to see that. 
GameOn: Anything else 
you would like to say to your 
fans or yet to be fans? 
| want to say thank you for all of 
the support and kind words | have 
received, and even though | don't 
respond to all of your comments 
| do read all of them. Thank you 
for having patience with me as 
well since | haven't had the time 
to make many videos due to pre- 
med consuming my life. | am very 
appreciative that you guys take the 
time to watch my videos and I'll try to 


keep making them as long as | can.— 


By Hunter ErkenBrack 
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“Smite's unique camera angle alone is enough 

iY to set it apart from other MOBAs, and a 

“developer Hi-Rez didn't stop there. Each map 
is polished, every God looks and sounds great, 

and exceptional Match of the Day modes offer 

plenty of variety” -[GN 4. 


CRITICALLY-ACCLAIMED 
3D ACTION MOBA 


SMITEGAME.COM 
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The SMITE Showcase Is a weekly-ish stream focusing on fan-created SMITE videos! Join Kelly and Andy 
in their eternal struggle against production as they show off their favorite community videos, plus brand new 


video premieres from Hi-Rez. If you're not watching SMITE Showcase...you should, | guess. It’s your life. 


Below, you can find some of the favorite picks from the previous few 


weeks and two videos created by HiRezAndy and HiRezKelly. 


SMITE Lore Episode 1: Who is Neith? - Created by Nevercake 


ee 


“Nevercake, who'd previously worked on the SMITE Bite series, is one of my personal 
favorites from the community. The video runs through the lore of a Neith, but with a a distinct (and 


comedic] style to the art and narration. Justa really cool start to a series” - HiRezAndy 
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This Just In - Created by SpiffSinister 
“| don’t know what it is about Spiff, but his dry comedy style really gets me. Under the guise 
of a real news show’, Spiff recaps the latest in SMITE in a very matter-of-fact, deadpan style. He’s 


been coming out with episodes weekly, and it’s only been getting better.” - HiRezAndy 


The two videos below are ones created by HiRezAndy & HiRezKelly for the show. 
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WHO IS SYLVANUS? 


By Derrick Moody ~~~ 


We take a deeper look at the newest god to enter the battleground, Sylvanus, Keeper of the Wild. 


LORE 


ature and wildlife in the 
N Mediterranean could be 
said to be blissful yet placid. This 
balance is continuously upheld by 
none other than than the aged; 
omnipresent spirit Sylvanus, Keeper 
of the Wild. His easy smile and calm 


voice can soothe the most savage 


of beasts and tame the harshest of 


true embodiment of the beauty and 
serenity of the land he protects. 

Some time ago, a young boy 
named Cyparissus and his pet deer 
were traveling through the forests 
that Sylvanus protects.Cyparissus 
being unaware of the wolves that 
were allowed by Sylvanus to hunt in 
these forests, they attacked and killed 
his beloved pet. When Cyparissus 


found his deceased companion, he 


“NOW, SYLVANUS FAS 
BEEN SUMMONED TO 
THE BATICERIELD, BUT AE 
IS A BIZARRE SIGHT 


storms. Protecting all creatures in 
his domain from harm like the wolf, 
nymph, satyr, and even the trees 


that had gained sentience. He is the 
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was so stricken with grief and shock 
that he succumbed to the immense 
sadness. Being consumed with gullt, 


Sylvanus formed the child into a 


Cypress tree, the sap of which sheds 

tears as that of the mournful child. 
Now, Sylvanus has been 

summoned to the battlefield, but he 

is a bizarre sight. Why would such 

a caring, wholesome and easy- 

going spirit fight in the warring 

of the gods? The war between 

gods spills into the idyllic realms 

Sylvanus protects and he is left 


with no choice but fight back. 


ABILITIES 


Sylvanus’ passive is called 
“Nature's Protection”. Any enemy 
god that lands a successful basic 
attack on Sylvanus has a 25% chance 
to be rooted for one second. This can 
only occur once every 12 seconds. 


As the name of the passive states, it 
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can protect Sylvanus if he is trying to 


escape and an enemy Is attacking. 
It also helps when an enemy may 
attack you and give you an attack 
of opportunity in team fights. 

His first ability is called “Verdant 
Growth”. Sylvanus can throw a seed 
onto an enemy or onto the ground 
itself. If thrown on the ground, after 
ten seconds the seed will bloom, 
giving nearby allies increased MP5. 
The seed can be destroyed with one 


basic attack by enemy gods, giving 
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the attacker reduced protections that 
scale 5/10/15/20/25 for five seconds. 
If the seed lands on an enemy, 
it roots them in place while dealing 
damage on impact. The damage 
dealt is 80/100/120/140/160 plus 35% 
of your magical power and the root 
duration is 1.25 seconds at all ranks. 
This ability is very handy when laning 
and you do not have a mana buff 
available and using this ability for the 
root can be very useful in teamfights. 
Sylvanus’ second ability is 
called “Wisps”. Sylvanus sends out 
wisps that attach themselves to 
nearby enemies and allies. Allies 
are healed for 25/30/35/40/45 plus 
15% of your magical power and 
given 5/10/15/20/25 protections 
for five seconds. Enemies receive 
damage over time every second for 
five seconds, scaling 10/15/20/25/30 
plus 10% of your magical power. 


This is extremely useful during 


tight situations where you or your 
teammates may be weak and need 
the health while dealing some 
damage to get nearby enemies 
to back away. This ability can 
also be used as a tide changer 
in big team fights. The sharp 
change in health for both teams 
can turn the tide in your favor. 
“Nature’s Grasp” is Sylvanus’ 
third ability. Sylvanus’ treant, Grover, 
reaches out in front of him and the 
hand stops at the first enemy god 
it comes in contact with. The arm 
then pulls back the enemy god 
to Sylvanus and stuns them for 1 
second. The arm can go through 
walls, minions, jungle bosses, and 
objectives without penalty. This 
ability is a Guardian remake of the 
former Assassin ultimate, Arachne’s 
“Cocoon”. The differences between 
the two is that “Nature's Grasp” is 


shorter than “Cocoon” and has a 
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Sylvanus Is the first ever “mounted” 
god within SMITE, riding atop 


Grover permanently. 


slower deploy/animation time. This 
ability can be used to break enemy 
team members out of place and 
the start to team fights. This ability 
does take some setting up and semi- 
accurate precision to land due it slow 
deploy time, but it is not impossible 
to land. Whenever you do land this 
ability, it can shift the balance. 
Sylvanus’ ultimate is called 
“Wrath of Terra”. Sylvanus 
commands Grover to slam the 
ground, with great power and force, 


knocking up and poisoning all 
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enemies with large wooden thorns 
in a large area of effect (AoE) dealing 
60/70/80/90/100 plus 25% of your 
magical power every second for 

five seconds. During the casting of 
“Wrath of Terra”, Sylvanus and Grover 
are crowd control (CC) immune, and 
remain CC immune for less than one 
second after casting the Ultimate. 
This Ultimate is extremely strong 
given that it has one of the most 
powerful crowd control effects in 
SMITE, which is a knock-up. Knock- 
ups cannot be countered with using 
any crowd control cleanser or by 
Aegis Amulet or Pendant while 
being knocked up. You will have to 
be damage or CC immune before 
being knocked up. If not, you will be 
subject to taking the damage and/ 
or being further affected by the 


opposing team damage and/or crowd 


control. This may be the most game 

changing Ultimate in the game and, 

when used properly, can be lethal. 
His basic attacks are in an 

adjustable by angle area of effect 

(AoE). This helps with lane clear 

whether it be with supporting 

or other positions he may be 

in. It works well with harassing 


enemy gods in lane as well. 


GAMEPLAY 


Sylvanus may be very kind and 
soft-spoken Guardian, but when 
he comes onto the battlefield, his 
presence is made known. With 
a kit that could quite arguably 
be one of the best in the game, 
he makes a great addition to any 
team. Using efficient and effective 


ability combinations and timing, 
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you can get the highest potential of 


crowd control and damage output 
from them, especially when paired 
with Ullr or Rama, two gods that 
don’t have high crowd control. 
They can utilize his high amount 
of crowd control to get kills. 
Although Sylvanus has a 
very versatile ability kit, he can be 
countered. Because of “Wisps” 
being able to heal himself and 
allies, some players may pick up 
anti-heal items like Weakening 
Curse, Pestilence, or Divine Ruin. 
To counter the massive amount of 
crowd control that he possesses, 
Magis Blessing, Aegis Amulet, and/or 


Purification Beads are very effective 
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against Sylvanus if utilized properly. 
To fight against those who 
are trying to counter you, or just 
to fight in general, you have to 
prepare yourself and your team for 
your actions and has to take your 
allies’ strengths and the enemy's 
weaknesses into account in your item 
build. You would want something with 
cooldown, preferably Shoes of Focus 
or Breastplate of Valor. It will help you 
get more pulls with “Nature's Grasp”, 
pump out more healing with “Wisps”, 
and perform your very powerful 
knockup Ultimate in team fights. 
Pick up something that gives healing, 
like Rod of Asclepius or possibly 


Heavenly Agility to counter those 


The GameOn Magazine 


who may have Weakening Curse. 
You can buy Greater Blink to flash 
into a group of foes and quickly use 


your Ultimate and “Wisps” to quickly 


change the tide on the warring plane. 


TEAM PLAY 


As Sylvanus, you want to 
control the battle, and you have the 
skills to do so. When others have 
items protecting them from being 
more effective, try and get other 
teammates to get the opposing team 
to force them to use, activate or 
deactivate them if you are not playing 
as a Support. If you are a Support, do 
the opposite of this and trigger the 
event to make the enemy use their 
defenses. In either situation, make 
sure to pay attention to where the 


enemies are and put yourself in an 
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area where you can quickly set up 
your abilities. When the fight starts, 
if you are not tanking, use all the 
power that you have while remaining 
aware of your teammates’ statuses. 
Even though you are not playing as 
a tank or Support character, you 
still retain natural tankiness and 
can protect them if needed. If you 
are tanking/supporting, make sure 
to be cautious of when you use 
“Wisps”. Even though this does do 
damage to the enemy team, try to 
balance when you use the ability 

as an attack or defense. It would 

be very unfortunate if you were to 
start the team fight and your fellow 
teammates are dying due to the 
fact that you did not pay attention 
to using Wisps” as an attack and 


not to heal your team members. 


SSS SSS 


OVERALL 


As we welcome Sylvanus into 
the SMITE family, we are given one 
of the most unique and powerful 
gods that has entered the battlefield 
thus far. Having an incredibly strong, 
creative and versatile kit, he is sure 
to shake up the meta for all gods. 
His basic attacks, being adjustable 
by angle AoEs is completely unique 
in themselves. Possessing one of 
the strongest (in terms of crowd 
control) Ultimates in the game, 
he is sure to be a pick up and play 
for those who casually play to the 
more professional. Sylvanus is 
here to bring a new nature to all, 


and it will be made known. m= 


By Derrick Moody 
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Name: Gabriel Mughelli 

In-Game Name: Cazzic 

Twitter Handle: (dgabrielmug 

Position at Hi-Rez Studios: PR Specialist bes’ 
How do you describe what you do to non-gamers?: When | say PR they typically understand. If u “4 
they don't then | explain that | manage a lot of the communication with the press and potential i 
partners. | also chat a lot with influencers within the industry, including community sites :D 

Best day of the week and why?: Sunday’s are pretty great. If the weather is b Sad 
good | can go out to the lake, and if I’m staying in | sometimes play tabletop 
Warhammer 40K. We also play Magic sometimes but | am terrible at it. Sunday's 
are also when we have bad movie night at Smitehouse. It’s as bad as it sounds be 
and we take suggestions so if you know any terrible movies please do tell. ) 
Gamels) you play in your off-time: I’m currently working on diamond Nu Wa but ce 
I'm also playing Destiny and whatever random RPGs | can find on Steam. 

Favorite SMITE god at present: Athena 

Favorite SMITE skin at present: | really like the Run.EXE Mercury skin. 

What is your preferred role in Conquest?: Hunter or Guardian. | actually 

used to play only mages when | first started SMITE but then Anhur 

came out and | got better at doing ranged physical damage. 

How did you get your role with Hi-Rez?: | was previously employed at a game company in 
Arizona where | worked with some really cool people and got lots of bizdev experience. When | 
ended up moving to Atlanta | applied to Hi-Rez when it was still a fairly small company. At the be at 
time they needed someone to be dedicated to press communications for an upcoming Global 


Agenda expansion as well as future announcements so they brought me on to fill that role. 
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| Hi! I'm THOR, and 
I'm here to teach you about 
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e) Catr@on lets the ; 
community support creators! / 


This support allows 
the creators to improve... 


Please, consider 1$! 7 Thanks and enjoy 
As every little helps! A the rest of the magazine! 
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WHO’S THE REAL 
HEALER AROUND 


HERE? 


By Ashley Eaton-Jephcote ~~~ 


With the release of our big garden friend Sylvanus, there's been a lot of talk over 


the healing he does and how much the other healers do. 


ith the release of our big 

W... friend Sylvanus, 
there’s been a lot of talk over the 
healing he does and how much the 
other healers do. I'll be covering 
the healing involved within the 
game, | will not be looking at the 
lifesteal gods attain within their kit, 
just stats involving healing, mainly 
focused on the potential healing 


to others rather than one’s self. 


So, let’s start with the Physicals. 


< 
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Now there are only two Physical 
gods that actually heal others 
besides themselves - Cupid and 
Guan. Guan Yu's healing is a flat rate 
of a maximum of 170, his Passive 
allowing that to be doubled for a 
maximum of 340. Cupid, however, has 
a strange way of healing. His second 
ability, ‘Share the Love’, releases 
three hearts, which have a maximum 
base of 110 anda constant 25% 


Physical Power scaling added on. He 
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then has his Passive, ‘Lovestruck’, 
which increases his damage and 
healing, meaning that the 110+25% 
can then be increased. It’s told to 

be by 2% per stack (maximum of 
eight stacks, resulting in 16% total 
increase] although results in game 
do not add up to what they should be 
on paper. So unfortunately, definitive 
stats are not available, but it’s safe 
to say that with enough Power 


to back up the scaling, any other 
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Physical god can out-heal Guan. 
Chaac interestingly has the 
highest potential of healing in 
general, although it is only self- 
healing. This is due to the scaling 
though; having 15% of his physical 
Power being taken in and 12 ticks of 
the healing taking place. It’s a total 
of 180% of his physical Power being 
taken into account. When you look 
further behind at who does better 
without the scaling, Neith comes 
out on top. The figures are based 
on their maximum potential, so 
all abilities are at max rank and in 
Neith’s case, activated upon a Weave 
so the healing Is doubled. With no 
Power at all, Neith can heal herself 
for 480, this being a maximum rank 
heal and activated upon a Weave. 
Chaac with no Power heals himself 
for 360, which is still very good at 
maximum rank of his heal. Two 
close contestants are Bakasura 
and Arachne, with Arachne being 
reworked, some may not know of how 
her heal works. It works off of her 
first ability, Venomous Bite’, which 
heals for 10/20/30/40/50 base +10% 
of her Physical Power, a tick every 
0.5 seconds for 3 seconds. Early 
on this is superior to Bakasura’s 
healing (70/120/170/220/270 base 
+70% Physical Power) by all of 
30 in the base, but it lacks 10% in 
scaling. So Bakasura crosses over 
(by that | mean heals more than 


Arachne] where the extra 10% of 
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scaling he has is more than the 
30 base Arachne has at the start, 
just over 300 Physical Power. 

Now then, onto the Magicals. So 
there’s some curveballs in this, and 
this information will be slightly more 
detailed than the Physicals due to 


there being more Magicals who can 


heal others, as opposed to Physicals. 


We'll start straight off with who 
heals the most, and it’s Isis who 
in her Ultimate can do an insane 
amount. Isis only needs 500- 
990 Magical Power to obtain 
a healing of 1,000, whilst the 
other Mages need quite a 
bit more. Take note that to 
gain this she needs to fully 
charge the Ultimate as well, 
requiring a charge of 4,000 
[this means damage dealt ff 
within the radius) at max p 
rank. However this is an 
initial 90 second cooldown, so 
it’s not the most conventional 
way to be healing throughout the 
game. What about Hades, doesn’t 
he have the most healing? | wasn't 
sure how to measure his maximum 
capability on healing, seeing as his 
third ability Devour Souls’ allows 
him to remove Blight from ‘x’ 
amount of targets around him and 
heal ina small radius. Looking at 
the 500-550 Magical Power values, 
Hades would heal 145-152.5 per 
detonated target. This would mean 


that to outperform Isis’ heal, he'd 
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have to detonate 7 targets [that’s a 
full minion wave and your enemy!) 
just to match it. Now imagine when 
the minion waves stack up and you 
heal an ally coming to your aid; you 
could do untold amounts of healing! 
Now what about the ‘traditional’ 
like Ra, Aphrodite, and 
Hel? Well, Ra and 


healers 


* Aphrodite scale 

\ up parallel to 

one another, 
with Ra 


putting out 
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healing throughout all ranks of skill 
(Ra's 360 base and Aphrodite’s 228 


base healing at maximum rank). 
Now this is interesting, because 

Ra has a circular AoE of which all 
members of the team and minions 
can enter to attain the healing for 
every tick it does. For Aphrodite, she 
heals herself and one other person 


of which she is linked to. So Ra heals 


quite a bit more, even if just by 216. 
No matter what Magical Power you 
put both of these at, he’s also able 
to heal his entire team and minions, 
with Aphrodite healing that fair bit 
less and only to one other person. 
So where's the catch? Aphrodite at 
max rank heals every 12 seconds, 


with Ra healing every 18 seconds. 


So how does that work out if we do 
a healing per minute value if they 
constantly use their respective skills 
when their cooldowns are off? 

To reach an easy common 
number, | did 12 x 18 to reach 216. 
In 216 seconds (3 minutes and 36 
seconds) Aphrodite will pump out 
18 of her heals compared to Ra only 


pumping out 12 of his. Now to see 


more visible results, let’s say they 
both have 1,000 Magical Power. 

In that time, Aphrodite does up to 
20,304 healing, and Ra can do up to 
15,120 healing. So Ra heals more 
in one standing, but across a few 
minutes we can see that Aphrodite 
puts out more. Aphrodite actually 


puts out about 25% more healing 
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across those 216 seconds, and that 
percentage would only increase if 
we were to increase the amount 
of time both gods were set to heal 
for. So the longer the game goes 
on, the more potential there Is for 
Aphrodite to out-heal Ra. Now comes 
the question of: does the fact that 
Aphrodite puts out 25% more healing 
overall in that time given make up 
for the fact she can only heal two 
people at a time, with Ra being able 
to heal as many people as he wishes? 
This now comes down to 
personal opinion, because we can 
see that they're very close on healing 
on the skills themselves. It’s then 
Aphrodite’s more frequent single 
target heals vs Ra’s more group 
oriented heals. With Aphrodite, she 
just needs to link up, pop the ‘Love 
Birds’ and you can go on your merry 


way. With Ra, he pops down the ‘Solar 


‘Penguin Death 
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Blessing’ and everybody gathers to 
gain the benefits. Aphro would allow 
you to carry on your normal SMITE 
tasks without being forced into an 
area of possible vulnerableness like 
Ra does. So it really comes down to 
how much you value each aspect of 
the two healers. One actually heals 
more over the course of a game, one 
can heal more people which may 
override the more constant heals. 
Moving on, we come to the 
reason this article came around, 
Sylvanus. He has an interesting heal 
- regards to how he compares to the 
other healers he sits at a 975 heal 
with 1,000 Power, which is almost 
30% less than Ra, and 15% less than 
Aphrodite in one sitting. Comparing 
back to the 216 seconds scale, he 
has the same cooldown timer as 
Ra (18 seconds) so he does 11,700 
healing in that time. What gives when 
the actual Support does 73% less 
healing compared to Aphrodite and 
29% less healing compared to Ra 
in the span of 216 seconds? Maybe 
the fact that Sylvanus includes five 
seconds of 25 protections, so you get 
a nice heal {although not as much 
as the big girls) and some beefyness 
helping you take the hits too. So 
now when looking at it, Sylvanus 
isn’t that crazy good, It’s just that 
the scaling on Ra and cooldown 
on Aphrodite over time does more 
healing than Sylvanus, although they 


don’t offer the protections he gives. 
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The reason why | used 1,000 target area of effect (AoE). Then 


Magical Power was to show you you've got Sylvanus who doesn’t 


several things. It shows you the actually heal that much, due to being 


scaling Power all three gods have, out-scaled by the mages although 


and the way in which the cooldown he offers protections, so it’s all 


timers affect each god over the about what you value, how well it’s 


course of a short amount of time. countered, and how well it can be 


Over the course of 216 seconds, | utilised in each game you play.m= 


By Ashley Eaton-Jephcote 


show how big the gap is between 
Artwork By Zennore Chang 


the gods. This gap will be lower 


in value and percentage of course 
with lower Magical Power, to suit 
a more realistic game. This 

is purely to show you the 
potential these gods have and 
possibly explain 


why perhaps some 
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gods do more/ 
less healing 
depending 
on how long 
the game lasts. 
So as areminder, try not 
to focus on just the base stats 
or just the scaling of a heal, check 
if the heal is instant or heal over 
time (HoT). Taking Hel vs Ra as an 


example, Hel does all her healing in 


one go whereas Ra has a HoT. See 
their cooldowns and try to relate 
that to how much they'll 
do ina game. Aphrodite 
heals less, but due to 
cooldowns can put 
out more healing, 
although Ra can 
heal more with 


his ground 


ne 
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hy should we worry 
W: care about just a 
few assholes that try to ruin the 
game for everyone else? While 
those in question are a minority, 
they are unfortunately a very loud 
and vocal minority which can paint 


misconceptions about the community 


in question. It has gotten to the point 
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where we can’t always assume that 
it’s just trolls doing what they do, 
when those people can and have 
painted very negative perceptions 
about the MOBA communities in 
general. So, today we are going to 
have a serious discussion about 
this phenomenon. We will talk 


about what SMITE is doing about 


DISCIPLINE: 
WHY ITS 
NEEDED 


By Julian Martinez ~~~ 


We can all get mixed feelings when it comes to the idea of enforcing the rules, yet in the context of competitive video 


games, we need strict reinforcement and an organized community. Now this can raise a lot of eyebrows. 


it, why this is a problem that needs 
to be looked at in the first place 
and what you can do to help. 

How many times have you been 
threatened to be reported for being 
bad or “intentionally feeding” when 
you felt you've tried your best and you 
did nothing wrong? This is just one 


example of some of the problems 
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HiRezAustin and SMITE’s Discipline 
team has to deal with daily. The most 
difficult part of their day is sorting 
legitimate reports from illegitimate 
reports. However, the disciplinary 
team feels that they handle the 
amount of reports they receive rather 
well. Pro players don't receive special 
treatment above others and this 
gives a sense of fairness among the 
community. While removing all the 
bad eggs Is a nearly impossible task, 
thanks to the SMITE team they come 
pretty close to a clean community. 
According to HiRezAustin, 
HiRezPonPon best exemplifies a good 
sport, he handles victory and defeat 
with grace, he is a good example of 
proper sportsmanship In game. 

Now, a big reason Is people need 
to realize it’s important to have a 
clean community due to the stigma 
attached with this genre of game. 
More often than not, when people 


think MOBA, they think of cruel 
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communities where new players are 
never welcome. They believe that if 
you don't play ranked people will pick 
on you and make fun of you. For every 
little mistake that Is made you will 
be ostracized. This is a stigma that 
needs to end. No matter what you're 
a fan of, you want your community to 
grow constantly and at a reasonable 
pace. You can push for all the flashing 
lights and hype trains you want but 
at the end of the day, if people don't 
feel welcome, they will leave shortly 
after joining. Most of the time people 
just won't join at all if it feels like 
they're jumping into a lion’s den. 
When a community stops growing it 
will eventually degrade upon itself 
and then vanish. | hope that no 
one within the SMITE community 
would want it to stop. We need to 
talk about how we can prevent this 
Don't feed into someone's rage 
and anger is the best advice you can 


follow for any match. If someone is 


yelling, crying or screaming then 


it's going to suck. However, reacting 
to it will never solve the problem. If 
you have to ignore it then do so. If 
you're having a bad day or a stressful 
time, remember not to take it out on 
four other's you will probably never 
deal with again. Either take some 
time away from SMITE to relax or 
at least try to stay away from any 
stressful modes. Take losses with 
dignity and victories with grace. 
Don’t hold your wins over your 
opponents heads and try not to give 
up when you lose. We all have bad 
as well as good days and it’s best to 
remember you can’t win them all. 
At the end of the day all we 
want Is for our community to stay 
around for a long time. Through 
the good times and bad, the best 
days and the worst. Keep our 
community clean, and our game 
will remain a fun place for all. = 


By Julian Martinez 
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IN THEORY: 
ITZPAPALOTL 


By Allison Jean ~~~ 


The vengeful war goddess’ battle cry can be heard far, far from the lands of Tamoanchan, the heavens where 


humans were created. As the setting sun gilds the orange of her wings, the flint knives adorning the edges are 


thrown into sharp relief. Her lips curl into a fierce smile as she hefts her sword from her latest victim, ready to strike 


again. This graceful but deadly woman is Itzpapalotl, Aztec warrior goddess and the ruler of Tamoanchan. 


y™ Aztecs had a polytheistic 
mythology with a wide 


diversity of gods and goddesses. 
This mythology did not develop 
independently because the 
Aztecs came into contact with 
the Toltec, a more advanced 
Mesoamerican culture, early in 
their development. As such, the 
Aztec borrowed and learned a lot 
from the Toltec, including a large 
part of their religious beliefs. This 
trend of borrowing and learning 
set on, and the Aztec copied from 
other Mesoamerican cultures 
as well, leading to a complex 
and sometimes contradictory 
collection of myths and legends. 
Like the Aztec mythology she 
originates from, Itzpapalotl is a 
complex and contradictory goddess 
with many seemingly unconnected 
spheres of influences. Though 
little is known about this fearsome 


goddess, one thing that Is widely 
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accepted is the meaning of her name. 


Itzpapalotl translates into ‘Obsidian 
Butterfly’ or ‘Clawed Butterfly’, both 
interpretations focusing on her grace 
and her deadliness as a warrior. 
While the translations use the word 
butterfly, the reference Is to moths. 
In ancient cultures, including the 
Aztec, the difference between the 
two wasn't as clearly defined, and 
both were used interchangeably. 
The caterpillars of the Rothschildia 
orizaba moth, which she is most 
associated with, have nearly 
insatiable appetites, which matches 
Itzpapalotl’s bloodthirsty manner in 
battle. Rothschildia orizaba moths 
are noted for their camouflage 
abilities, which ties into her lore: 
she was known to wear an invisible 
cape so nobody could see her. 
Beyond an imposing warrior, 
Itzpapalotl is also the ruler of 
Tamoanchan, a realm much like 


heaven in other religions and the 


birthplace of humanity in Aztec 
mythology. While the Aztecs believed 
in reincarnation, a divine place was 
necessary for them to prepare those 
that have not really had a chance 
to live for reincarnation, waiting to 
be reborn to live life to its fullest. It 
seems strange that a goddess as 
violent and bloodthirsty as Itzpapalotl 
rules such a gentle realm, and no 
explanation is given. All one can think 
is that this fragile realm needs the 
best protector available, the most 
fearsome warrior the gods have, and 
they have that in the Flint-Tipped 
Butterfly. Itzpapalotl finds strength in 
fighting for the lost souls of infants, 
those victims of infant mortality, 
and those of women who died in 
childbirth. Those precious sacrifices 
give her a unique vigor in battle and 
spur her to protect that sacred place. 
Itzpapalotl’s appearance is 
as fearsome as her mannerisms 


are, the brutal goddess’ demeanor 
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frightening as she stands imposing 
and awe-inspiring on the battlefield. 
First noticeable are her large, amber 
wings splashed with vermilion lines, 
forming intimidating shapes on the 
delicate surface. More impressive, 
though, are the signature flint knives 
that protrude sharply from them. 

To further impose her presence on 
her foes, she wears skull-inspired 
war paint on her face and a brilliant, 
flaming headdress, augmenting 

her aggressive demeanor even 
more. The Flint-Tipped Butterfly 
fights fiercely with her prized 


Macuahuitl, a sword-like weapon 
made of heavy wood and embedded 
with harsh obsidian blades. 

A fierce goddess fighting 
mercilessly and with purpose, 
Itzpapalotl enters the battleground 
of the gods as a Warrior. With an 
arsenal of abilities to punish her 
enemies for their transgressions, the 
Obsidian Butterfly is not an opponent 
to take lightly on your brightest day. 

“Macuahuitl’, Itzpapalotl’s 
Passive, puts on display just how 
ruthless a warrior she is. Wielding 


her heavy Macuahuitl with great 
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force, she slows the target of her 
autoattacks with the sharp, rending 
power of her blows.This allows 
Itzpapalotl to chase her opponents 
effectively, preventing them from 
simply running away. It also means 
that boxing [a one-on-one duel) is 
a risky proposition. You will lose a 
lot of mobility during the fight and 
it leaves you open for a gank. No 
matter the situation, “Macuahuitl” 
forces the opponent to pay attention 
not only to their surroundings, but 
also to Itzpapalotl, dividing their 


attention by making him count 


[name | ten | type | anerpton 


Orizaba Cloak @ Ability 1 
Itztli Spiral we Ability 2 


Ability 3 


Ticpatiz (you ( = ) 
will heal her] 
Innealtiliz Eztli 


(their bathing 


in blood) | 


The SMITE Community Magazine Issue #7 


Passive 


Itzpapalotl’s weapon, heavy and sharp, rends the 


enemy god, applying a small slow on every third 


autoattack. The slow can stack up to three times. 


[Passive] 


Itzpapalotl shrills a battle cry and turns 

invisible, charging forward. She reappears 

upon hitting the first target (minion or god) she 
encounters and knocks them up briefly. 

Itzpapalotl crouches down and spreads her wings 

so they're level and parallel to the ground. She 
pivots her foot and begins to spin, dealing heavy 
damage to all enemies in the radius of her wings. 

A passive heal over time (HoT). Whenever Itzpapalotl 


gets damaged by an enemy god and is below half 


health, she gains X% HoT for Y seconds for each 


enemy god near her who damaged her, up to a cap. 


Itzpapalotl launches herself into the air, and at 

the apex of her flight she begins to spin wildly, 
throwing the knives from her wings down in a radius 
below her. Once the spinning is finished she lands 


forcefully, damaging all enemies in the area. 
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the autoattacks that hit him. 
Itzpapalotl’s first ability, “Orizaba 
Cloak”, is her main initiation tool. As 
she releases her shrill battlecry, she 
disappears from sight and charges 
forward aggressively, dragging 
her Macuahuitl behind her. She 
uppercuts the first enemy she hits 
with her signature weapon, whether 
it be a minion or a god. “Orizaba 
Cloak” is not your standard dash 


and behaves more like Vamana’s 
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“Clear the Path”, giving you some 
control over the direction and not as 
fast as a standard dash. The major 
difference is that “Orizaba Cloak’s” 
distance is a lot shorter than “Clear 
the Path’s”. This allows Itzpapalotl to 
surprise her opponent and set them 
up for follow up CC [crowd control) 
from her team members, leading to 
easy ganks and pick offs. During the 
laning phase it allows her to catch 


up to a fleeing opponent, finishing 


SSS 


them off before they reach the safety 
of their tower. Besides being a strong 
offensive tool, “Orizaba Cloak” is 
also a very effective disengage. The 
control of her direction combined 
with her stealth makes it hard to 
predict where she Is going to end 

up, greatly increasing the chances of 
getting out of a dangerous situation. 


Itzpapalotl’s second, and 


arguably her signature, ability is “Itztli 


Spiral”, in which she transforms into 
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a whirlwind of deadly flint knives. 
She crouches down and levels her 
wings, spinning furiously as the 
knives that protrude from her wings 
tear at the flesh of all enemies in 
range. While spinning, Itzpapalotl 
can move at a reduced speed to stay 
near her target. In team fights “Itztli 
Spiral” can shred multiple clumped 
up enemies easily, leaving them 
at dangerously low health values 
or finishing them off outright. 
“Ticpatiz”, translated as ‘you 
will heal her’ from the Nahuatl 


language, introduces something new 


sustain and durability needed to 
stay in lane and allows her to be the 
team’s front line in team fights. 
“Innealtiliz Eztli”, Itzpapalotl’s 
Ultimate, ensures the enemy bathes 
in their own blood - and fittingly so, 
as “Innealtiliz Eztli” translates into 
‘their bathing in blood’. Itzpapalotl 
leaps high into the sky, spinning 
wildly as she reaches the apex of 
her jump and showering those in 
the target area with a rain of sharp 
flint blades. As she comes down, 


Itzpapalotl lands with tremendous 


force, dealing damage to all enemies 


“AS ENEMIES AI TACK FER, 
TREY CUT TAEMSELVES 
ON THE FLINT KNIVES THAT 

ADORN FER WINGS. 


in SMITE, and has been offered in 
the first incarnation of this series: 
passive abilities. As enemies attack 
her, they cut themselves on the flint 
knives that adorn her wings. Her 
wings absorb this blood, healing 

off of the numerous nicks and 
small wounds the enemy endures. 
Whenever Itzpapalotl is attacked by 
an enemy and is below half health, 
“Ticpatiz” will activate and give 

her a small percentage of healing 
over time (HoT) for a couple of 
seconds. This percentage increases 
for each enemy god near her who 
damaged her, up to a set amount. 


“Ticpatiz” gives Itzpapalotl the 
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in the area. “Innealtiliz Eztli” is a 
purely damaging ability, designed 
to shred the enemy and burst 
them down as quickly as possible. 
The target area is directly below 
Itzpapalotl, and covers the same 
amount of ground as Zeus Ultimate 
“Lightning Storm”. Having team 
members that can lock down the 
enemies in the area greatly increases 
the effectiveness of “Innealtiliz Eztli’, 
making sure that the maximum 
amount of damage Is dealt. 
Itzpapalotl is a versatile 
character and can easily fulfill 
the jungle and solo lane roles. 


“|tztli Spiral” gives her consistent 
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and reliable jungle camp clear 
and “Orizaba Cloak” allows her 
to effectively gank unsuspecting 
enemies. In the same vein, ‘ Itzli 
Spiral” gives her stable lane clear, 
but does put her at risk from enemy 
harassment. This is compensated by 
“Ticpatiz”, which allows her to heal 
up in between waves and prepare for 
the next group of minions. She is also 
very capable in one-on-one duels, 
where “Macuahuitl” and “Ticpatiz” 
give her the upper hand in both 
control and sustain. She shines in 
teamfights, where ‘Itztli Spiral” and 
“Innealtiliz Eztli” can tear through 
multiple targets, wreaking havoc 
on the enemy team’s health bars. 
Battle cries and the sickening 
sound of rock against flesh echo 
in the distance. A path of bloody 
corpses paves the way to Itzpapalotl, 
tearing through enemy lines with 
her dreaded Macuahuitl, cruel flint 
knives embellishing her wings. Her 
arsenal is in her mind as much as 
it’s on her body and in her hands: 
the loss of innocent lives she bore 
witness to drives her to an even 
greater ferocity. Don’t let this noble 
cause form any false thoughts; 
the Flint-Tipped Butterfly is not 
a virtuous paladin but a vicious 
warrior, capable of unmatched 
destruction. Cross her once, beware. 


Cross her twice, be damned.m 


By Allison Jean 
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(HAPTER. I: 
BREAKING STASIS 


By Jorg van der Velden ~~~ 


Chronos’ normal preparations for the battle to come are rudely interrupted as he is summoned to 


investigate a crime, his world being turned upside down when he arrives on the scene. 


rit 
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H e doesn’t hear the never 
ending grind of the cogs 


and pendulums that make up the 


bell tower anymore, having gotten 
used to the dull sound millennia ago, 
as he stands gazing Into the void 
through one of the archways that 
forms the outer rim of the belfry. 
The only light illuminating the empty 
chamber comes from the void outside 
where ribbons of time cut through 
the emptiness, ever moving and 
changing In impossible patterns. 
Long ago he used to view 
and analyze every event in those 
winding timelines, pondering every 
possibility and outcome, but lost 
interest after seeing every event 
that ever happened and ever will 
happen hundreds of times. Now 
he spends his days standing at 


that exact spot, trying to lose 
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himself in the emptiness that 
houses the bell tower he calls his 
home, but never succeeding. 
“Again, that child Zeus 
requires my attention,” he thinks 
to himself as he moves away from 
his familiar place towards the 
portal that connects to the realm 
of gods and mortals. As he almost 
reaches the portal the lightning 
bolt that signals Zeus’ request for 
his presence flashes into and out 
of existence. He barely takes note 
of it anymore, as it is simply a tool 


for the overly emotional gods to 


“NOW HE SPE 


have a sense of control over their 
own fate. They found it unnerving 
that he appeared the moment 
the thought of asking for his help 
formed in their minds, and in an 
effort to placate their simple minds 
he agreed to wait for their signal. 
“Chronos!” Zeus nearly shouts in 
his loud and jovial voice, spreading his 
arms wide in greeting the moment 
Chronos steps through the portal, 
“Good of you to come.” Having seen 
the progression of this conversation 
time and time again, Chronos goes 


through the motions as if performing 


NDS Fig DAYS 
THAT EXACT 
OSE HIMSELF 
THAL 
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a well rehearsed play. “Hello Zeus,” 


he simply states in his monotonous 
voice as he moves toward the large 
table that is in the center of the room. 
The room itself is as big and 
ostentatious as Zeus’ personality, the 
marble walls and pillars decorated 
with golden trimmings. The evenly 
spaced torches on the walls bathe the 
room in a warm glow, emphasizing 
the details that are carved onto the 
pillars and the table. Gold plated 
chairs with red velvet cushions 
surround the marble table, seating 
gods from various pantheons. A 
map Is rolled out on top of the flat 
surface, being held In place with an 
ornate golden weight in each corner. 
As Chronos takes his seat 
between Zeus and Guan Yu, the 
Chinese pantheon’s emissary for 


the upcoming battle, he looks at the 
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battle plan that is detailed on the 
map. He never understood the need 
for such strict rules of engagement. 
Every battle is fought in the same 
valley that was specifically created 


for that purpose, its simple tri- 


statement, Chronos looks at the 
Chinese emissary next to him, taking 
note of the uncomfortable expression 
on his face. Other gods tend to find 
his demeanor slightly disturbing, one 


of many facts that leave him neither 


SSELEASING WRDEEP oor ZE US 
CONTINUES EXPLAINING THE 
RULES THAT ALL WHO ARE. 
PRESENT KNOW BY HEART. 


lane design meant to give each 
side equal opportunity. In reality 
it makes every battle predictable, 
and victory or defeat hinged ona 
god's mood. A fact he loathed. 

“You have been rostered for 
the upcoming battle,” Zeus states, 
interrupting Chronos’ thoughts as he 
knew Zeus would, “and we need you 


to participate.” Ignoring the obvious 


hot nor cold. He turns his gaze back 

to Zeus after a few seconds. ‘Get 

on with it.” Zeus’ face grimaces 

for a split second when those 

words leave his lips and Chronos’ 

dispassionate eyes lock with Zeus’. 
Zeus Clears his throat and 

regains his composure. “Before we 

go into the specific strategies, let me 


reiterate the rules of engagement.” 
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He shifts his position a little, 


betraying his continuing discomfort of 


the previous interaction. “Using your 
full powers is not allowed, so select 


a couple of aspects and limit yourself 


to those.” Zeus rests his hands on the 


table and leans forward, momentarily 


forgetting his unease as he glares at 
Guan Yu. “We do not want a repeat of 
your escapades when you first joined, 
Guan Yu.” Zeus’ threatening tone 
elicited nothing more than a chuckle 
from the Chinese emissary, who 
quickly regains his composure as he 
strokes his beard a couple of times. 
“Secondly,” Zeus continues as 
he settles back in his ornate chair, 
“violence is only permitted against 
willing participants or beasts of 
war.” Zeus, still obviously aggravated 


by the memories of battles long 
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ago that involved Guan Yu, runs 

his hand through his hair. “Luckily, 
we don’t have any transgressions 
on that one.” Chronos looks at the 
leader of the Greek pantheon with 
the smallest shimmer of disgust 
rising in his chest, one of the only 
emotions he ever experiences. 
“Foolishly arrogant man,” he thinks 


to himself, his face still devoid of any 


expression, only your pride got hurt.” 


Releasing a deep sigh, Zeus 
continues explaining the rules that 
all who are present know by heart. 
“Lastly,” his voice calming down 
significantly as his hands move 
towards the map, “all fighting shall 
be contained within the valley. While 
we restrict ourselves willingly...” 
Guan Yu's chuckle interrupts Zeus’ 


explanation, drawing a quick glare 


SSS SSS 


from the Lord of Olympus before 
he continues, “While we restrict 
ourselves willingly, we do not 
want to draw mortals into this war 
and we need to keep those lands 
safe.” This last statement draws 
nods and grunts of approval from 
around the table, each voicing their 
agreement. All except Chronos. 
“The plan, Zeus.” Chronos’ 
reverberating voice cuts through 
all the sounds of agreement, 
silencing them immediately. He 
grows impatient with the ritual, the 
unnecessary waste of time. As he 
sits back and crosses his arms he 
wonders why he even bothers. All the 
other gods are driven by their hearts 
and rely on these wasteful rituals to 
comfort themselves. He tunes out 


the rest of the meeting, knowing 
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each word, each action and each 
flicker of light before it happens. 
The meeting progresses 
as it always does. The familiar 
arguments flare up, as do the endless 
discussions about movement and 
rotations and routine pleas why 
they should get the majority of the 
proceeds of the battle. Chronos’ 
immovable presence dampens the 
usual heated atmosphere, drawing 
glances from all around the table. 
He can't help but feel that this 
entire exercise is a waste of his 
time, even though he has nothing 
better to do. All he wants Is to 
return to his solitary attempts at 
losing himself in the void beyond. 
Several long, insufferable hours 
later the discussions have ended 
and all agreed to a plan. Without a 
word Chronos gets up from his chair 
a second before Zeus dismisses all 
who are present, the clear sign of 
disrespect drawing angry looks from 
the other gods as he walks back to 
the portal. He ignores the silent stabs 
from his peers and steps onto the 
platform, returning to his bell tower. 
Chronos spends the remaining 
hours before the battle with his 
attempts of losing himself, gazing 
through time and into the nothing 
beyond. One of the ribbons shifts 
and splits, denoting a major 
occurrence in time. He barely 
acknowledges the change as they 


are infrequent but not uncommon. 
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Especially the last couple of years 
have seen a lot of shifting times, the 
war between the gods being filled 
with moments that others would 
call momentous or memorable. 
Subconsciously, Chronos turns 
and walks to the portal again. An 
uncomfortable sensation grows in his 
chest, a sensation he cannot place 
as he wonders why he is moving. 
The time for battle hasn't come 
yet and there were no summons 
planned from any of the pantheons. 
The moment he steps through the 
portal Zeus’ lightning bolts flash 
brightly in the belfry, a near endless 
stream of lights that generate a 
stroboscopic effect on the gears 
and pendulums that make up its 
structure. Chronos falters before 
finishing the final step, worried 
about the meaning of the unusual 
summons. He pushes the thought 
away and steps onto the platform. 
He appears in the valley where 
the battle is about to take place in 
a couple of hours, the warm light 
of the sun blinding compared to 
the darkness of his tower. A short 
distance away a group of gods and 
minions stand around something 
that is hidden from view. The 
uncomfortable feeling in his chest 
reaches new heights as he moves 
towards the huddled bodies. He 
notices Zeus at the far end of the 
group, endlessly sending bolts to the 


sky with an angry scowl on his face. 
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As soon as Zeus notices Chronos 
walking over, he stops and pushes 
himself through the group, the scowl 
only slightly receding from his face. 
“A crime has been committed,” 
Zeus starts in an aggravated voice, 
“and | need you to see who the culprit 
is.” Chronos’ worry grows even 
more. It has been a long time since 
he has been asked to solve a crime, 
what used to be his main reason for 
interacting with the other gods before 
the war erupted. That all changed 
as soon as the battles began, since 
all the gods were occupied with the 
struggles that are inherently part 
of such a large scale altercation. 
Chronos pushes through the 
group, his eyes looking for the reason 
the people are grouped up in the 
middle of the lane. As Ymir steps 
aside the reason comes into view: 
the sobbing form of Denton the 
cyclops curled over the tiny body of 
his little cousin, a large golden arrow 
protruding from the boy's chest. 
For the first time in his life, 
Chronos’ eyes widen in shock. 
Not because of the gruesome 
sight. Not because of the broken- 
hearted sobs of Denton. Not 
because of the panicked look 
on the faces of the minions. 
It’s because, for the first 
time in his millennia of existing, 
something happened that he 


did not know would happen.= 
By Jorg van der Velden 
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Every week, the SMITE Community Art Show (also known as f.art show) airs on the SmiteGame 
Twitch.TV Channel. Each show, HiRezGavin, HiRezEna and HiRezKala choose a number of 


‘top picks’. Over the next few pages, you'll find the top picks for this month. 


Anna Gulla 
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INTERVIEW 


Artwork by Julio Bencid 


INTER 
_ GHRISMARTIN 


By Kris West ~~~ 


! speak briefly with Chris Martin from RoosterTeeth to talk about their newest 
endeavour into SMITE and their inter-office tournament. 


oosterTeeth, most notably GameOn: How long have I've played SMITE for a year and 

R*... for their machinima you been with Rooster Teeth it's the only MOBA | enjoy, I’ve tried 
series Red vs. Blue, have recently and what is your role? LoL but found the RTS style harder 
taken a dive into the battlggroung Chris: I’ve been with Rooster to enjoy, the third-person perspective 
of the gods and kicked off an inter- Teeth since January 2013, | iS more intuitive In my opinion. 
office SMITE tournament. In light work in Sales & Marketing. GameOn: Who is your favorite 
of this, we asked Chris Martin, a GameOn: How long have god within the game and why? 
member of Team Dark Souls, a few you been playing SMITE for and Anubis is my favorite because 
questions about the tournament. what are you thoughts of it? he is easy to learn, fun to play 
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and useful in many situations. 


And he’s just a bad ass. 

GameOn: Which team are you 
in and how did you group up? 

I'm in Team Dark Souls and | 
had played with Adam [Ellis] and 
Adam [Baird] previously and knew 
we had a good team chemistry. 

GameOn: If your team 
was to have cheerleaders, 
what would they look like? 

They would have big sexy beards. 
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GameOn: How confident do you 


feel about your 


chances in the 
tournament? 
After 
playing 
our first 
game, | feel 
pretty confident about 
our chances to win. Also, we're 
the most experienced team in the 
tournament and I’m the only Level 30. 
GameOn: Which team is 
your biggest competitor? 
Either Team Rainbow Tiger 
or Team Leftovers. Gus [Sorola] 
from Team Leftovers apparently 
plays a pretty good Loki and since 
I'll be playing the more “squishy” 
characters, I'll need to look out for 
him. Cole from Team Rainbow Tiger 


is the sleeper player to watch, he 


dominated his first game as He Bo 
and could possibly disrupt our plans. 

GameOn: Are you opposed to 
sabotage in the efforts to win? If 
so, could you give us an example? 

I'm completely alright preying 
on the weaker, less experienced 
players in this tournament. I’m 
here to win, not to go easy. 

GameOn: If your team was to 
be represented by one god in the 
game, who would it be and why? 

Probably Fenrir, cuz 
that shit Is terrifying. 

GameOn: Final words to our 
readers, why should they root for 
your team to reign victorious? 

If people want to cheer for the 
underdogs, go ahead, but If they want 
to cheer for the winning team, they'll 
need to cheer for Team Dark Souls. 


By Kris West 
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GUD RE-ENVISIONED: 
GUARDIAN ULLR 


By Jorg van der Velden ~~~ 


| know, | KNOW, | promised you guys a Mage rework this issue. I’m so SORRY! Writer's block is an 


awful thing | can tell you. Either way, in this issue our beloved zombie slayer and master survivalist 


receives a rework! And once again it's another tanky character. Maybe meeting up with Freud one 


of these days might be a smart idea. Anyway, introducing in all its glory: Guardian Ullr! 


o say that Ullr is an enigma 

qT. an understatement. He is, 
without a doubt, one of the biggest 
question marks in Norse mythology. 
It is clear from various sources that 
he was once worshipped as one of 
the major deities of Scandinavia, 
but almost no records remain of 
this elusive god. The myths and 
legends that once featured him 
as the main protagonist are lost 
to the sands of time; only quirks 
and short mentions in various 
edda [poetic legends) remain. 

Ullr doesn’t just preside over 
bows and hunting; skiing and shields 


are also part of his dominion. Shields 


(®) PAtrGON SUPPORTED ADVERT —— 
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are especially noteworthy, as they 
are sometimes referred to as ‘Ullr’s 
Ship’. This could point to a legend 
about Ullr crossing the sea ona 
shield, or as a way of traversing 
snow as it isn't a stretch to imagine 
early sleds looking like shields. All 
of this remains speculative, as no 
concrete sources have been found 
to explain this phenomenon. 

His personality is also not much 
more than a collection of traits, the 
context that once gave meaning 
to them long gone. Ullr has been 
described as an excellent hunter, 
archer, skater and skier. He has also 


been described as a handsome but 


warlike man and those who were 
about to duel often sent a little prayer 
his way. Most notable was his lack of 
Supernatural powers while still being 
perceived as one of the most highly 
regarded gods; almost every other 
god has some supernatural ability 
attributed to them. This is especially 
clear in one of the eddas where Odin 
has been exiled for a period and 
Ullr stepped up as regent of Asgard. 
No mention can be found of any of 
the other gods protesting this bold 
move, indicating that even among 
the gods he held a unique position. 

It is obviously, even painfully, 


clear that this re-envisioning of Ullr is 
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| Name | type | scription 


Lost from Passive 


Memory 


Ullr’s legends have been forgotten, and only the most critical eye can find 


anything worthwhile. As such, Ullr is invisible to normal wards, and only 


appears on the enemy minimap when within range of a sentry ward. 


Ullr’s Ship Active 1 


Not shy of a duel himself, Ullr challenges an enemy god to a 


one-on-one fight. Honor bound to accept the challenge, the 


enemy god is taunted for a moderate-to-long duration. 


Legendary Active 2 


Duelist 


Not shy of a duel himself, Ullr challenges an enemy god toa 


one-on-one fight. Honor bound to accept the challenge, the 


enemy god is taunted for a moderate-to-long duration. 


Active 3 


Ullr slams his axe into the ground, resting his shield against it to 


form a makeshift bulwark as he goes down on one knee behind it. 


He then draws out his bow and shoots a volley of arrows at a target 


location. Those in the area receive a small amount of damage and 


enemies moving through the area for the next couple of seconds are 


slowed due to the broken arrows littering the ground. Any damage 


Ullr receives from the front while casting this ability is reduced. 


Regent of Ultimate 


Asgard 


Ensuring that the realm doesn't suffer at their leader's absence, 


Ullr proudly names himself Regent of Asgard. Lifting the worry of 


political bickering and uncertainty from their shoulders, Ullr and all 


allies near him receive increased movement speed, attack speed 


and cooldown reduction for a short time. Additionally, the affected 


allies are cleansed of any CC effects at the moment of casting and 


Ullr himself is CC immune for the duration of ‘Regent of Asgard’. 


not going to be based on his skills as 
an archer and hunter, but on his skills 
with axe and shield and his regency 
of Asgard. Despite his mentions as 
a brawny and warlike character, he 
is highly regarded by his peers and 
seen as a Stable factor in the Nordic 
realms. With this new kit, he will 
bring that stability and presence 
onto the battlefields of SMITE in 
the role most fitting: a Guardian. 

As always, let’s begin with 
Ullr’s passive, ‘Lost from Memory’. 
While not technically part of his 


lore, it is remarkable that a god 
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that was seemingly so important to 
everyday life has no legends or myths 
remaining. This noteworthy fact 


comes into the game as an invisibility 


even after the enemies have their 
wards set up at the jungle entrances, 
greatly increasing the pressure on 


the entire enemy team the moment 


“TRE LANES ARE NO LONGER 
SAFE_EVEN AFTER Toe ENEMIES 
HAVE THEIR WARDS SETUP AT 
THE JUNGLE ENTRANCES 


to regular wards, using this obscurity 
to his advantage. This allows Ullr to 
rotate freely across the map as the 
number of sentry wards is extremely 


limited. The lanes are no longer safe 


Ullr leaves his lane or spends his 
time roaming the map. This also 
forces the enemy team as a whole to 
invest earlier and more frequently in 


sentries, straining their gold reserves 
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more than in any other game. It was a widely practised habit to Athena’s Confound’, Legendary 


Ullr is known as the greatest that people who were about to Duelist’ is single target only, but lasts 
skier and one of the best shield duel gave a small prayer to Ullr, longer than the former ability. This 
bearers of the Norse pantheon, and beseeching him to assist them in allows him to remove an enemy from 
both aspects come together in Ullr’s the fight. As a capable combatant the fight for a significant amount of 
Ship’. Upon activating this skill, Ullr himself, he settled grudges and time, especially in team fights where 


throws down his shield andjumpson grievances in that exact 
it, using it as a sled to quickly dash same manner: proudly Re 
forward. The first target he hits while = and honorably. It’s also 
sledding forward is stunned as he considered very rude to 
deftly kicks up his shield against the turn down a challenge, 


enemy, hitting them with the full force branding one a coward. 


of his forward momentum. Besides Ullr uses this unwritten S 
being his obvious initiation tool, as law on the battlefield as <- 
it closes distance quickly and locks well, challenging enemy ; 
down the opponent for a short time, gods to a direct fight when 

it can also be used as an escape he activates ‘Legendary 

or just as a tool to move around Duelist’. In mechanical 

quicker. It’s important to remember terms this means that 

that it is the first target hit, be it an the target of ‘Legendary 

enemy god or minion. So when this Duelist’ is taunted by Ullr 


ability is used, make sure you have a and has no choice but to 


clear path to your intended victim. attack him. In contrast 
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every second lasts an eternity. 

While focusing on Ullr’s prowess 
as a melee combatant, we cannot 
neglect his strong ties to bows and 
hunting. Volley’, as simple as it 
sounds, provides that hommage to 
the legendary archer. Ullr throws 
his axe down on the ground, so that 
the handle sticks up at an angle, and 
rests his shield against it, creating an 
improvised bulwark. He goes down 
on one knee behind it as he draws 
his bow, shooting a volley of arrows 
at the targeted area. The result is a 
patch of ground that’s littered with 
broken arrows, hampering enemy 
movement and slowing them down. 
Those that are in the area when the 
arrows come down receive a small 
amount of damage, as the arrows 
are designed to break and splinter 
on contact. This allows Ullr to 
effectively create a danger zone’ for 
the enemy, forcing them to make a 


choice between multiple unfavorable 
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routes when escaping or initiating. 
One of Ullr’s most notable feats 
is when he declared himself Regent 
of Asgard uncontested. In a pantheon 
filled with big egos and strong 
personalities, this is a remarkable 
fact, especially when you take into 
consideration that Ullr is the most 
human of the pantheon. Reminding 
his allies that he is there to make 
sure everyday business continues If 
the current leader needs to be absent 
invigorates them, lifting the worry 
of political bickering and infighting. 
Doing this in the midst of battle by 
activating Regent of Asgard’ boosts 
nearby allies’ morale, giving them 
increased movement speed, attack 
speed and cooldown reduction. 
Ullr also cleanses these allies of 
CC (crowd control) effects and he 
becomes CC immune for the duration 
of the buffs. ‘Regent of Asgard’ is a 
very flexible ability, allowing Ullr’s 


allies to perform to the best of their 


\ IF O ‘ Y SSS SSS 


abilities, or to escape a dangerous 


situation. No matter when Regent 
of Asgard’ is used, it’s going to boost 
the team’s effectiveness greatly. 
Guardian Ullr is a Support 
character through and through, and 
his abilities allow him to set up and 
control fights for his entire team. 
Whether this is through roaming and 
finding picks [single kills) with ‘Ullr’s 
Ship’ and ‘Legendary Duelist’, or by 
controlling the ebb and flow of the 
teamfight with Volley’ and ‘Regent 
of Asgard’. He is most effective when 
roaming, as he Is invisible to regular 
wards and can apply tremendous 
pressure by simply disappearing 
from line of sight of the enemy. 
This rounds out a different 
take on the Glorious One; instead 
of a capable hunter and archer, 
a steadfast guardian of allies 


and the realm as a whole.m= 


By Jorg van der Velden 
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Smite Alternative 


Your #1 source on Twitch for 24/7 
Arena, Assault, Joust, MoTD, and Siege. 
Find us at www.twitch.tv/smitealternative 
or in-game on the SMITE Tv browser. 
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WHO IS KUKULIKAN? 
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By Johnathan Burgoyne ~~~ 


Kukulkan was introduced to SMITE during The Winds of Change patch on 5th September, 2014. He was brought 


into the battleground to replace Ao Kuang, taking on his kit but reworking the effects, names and artwork 


his was to allow Ao to 

T.. removed from the 
game and is currently in the 
process of being reworked to 
be more accurate to his lore. 

Whilst there was some 
controversy within the community 
about Kukulkan as a lot of 
individuals were so used to Ao 
Kuang, he has since become a 
staple within the game featuring 


just as heavily as Ao did. 


LORE 


Kukulkan, The Feathered 
Serpent, hails from the Mayan 


pantheon and is closely related 
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to Quetzalcoatl from the Aztec 
pantheon. Not much is known about 
this deity. Some Mayans believed 

he was a young boy that was born 

a snake. He had a sister who knew 
he was the feathered serpent deity 
and took care of him in a cave as he 
grew. Eventually, Kukulkan grew too 
big for his sister to be able to feed 
him and he left the cave, creating an 
earthquake as he heading toward the 
sea. Every July, he would shake the 
earth to let his sister know he was 
still alive. Other mayans believed that 
Kukulkan flew to the sun, attempting 
to speak to it. In return, the sun 
burned his tongue. He was also told 


to have traveled ahead of Chaac in 


order to help him predict rainfall, 
and causing the wind with his tail as 
he flew forward. Kukulkan has been 
often indistinguishable from historical 
persons of the same name. One of 
which, was thought to be a priest 

in Chichen Itza around the tenth 
century. Great Mayan temples were 
built with Kukulkan lining the steps. 
Many believed him to be a vision 
serpent and often had statues of him 
over sacrificial sites. With so many 
different depictions of The Feathered 
Serpent, it’s hard to distinguish a set 
lore. In some ways, this only adds 


to the mystery that is, Kukulkan._ 


By Johnathan Burgoyne 
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COFFEE BREAK 


This month, we've decided to give you a crossword instead of a wordsearch. If 


Z 
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Z 


you like this change, let us know via Twitter! ((€TheGameOnMag) 
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CAPTION COMPETITION 


LAST ISSUE'S WINNERS 
IST PLACE - SINPLISTIC 
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BUY BOOTS THEY SAID... 
YOUDON TNEEDFEET 
THEY SAID... 


2ND PLACE - SRD PLACE - 
KAZAMAJINX RAFINHOZOLA 


HOLD YOUR SKIRT 7 he ~~ |. !AMTHE MIGHTY 
TIGHT APHRODITE. ar Oapeee) =KUKULKANIBUT YOU 
ITS TIMEFOR THE Fite : MAY CALL ME 
MIGHTYSTORM!! =f x fee SSSOLIDSSSERPENT... 


The winners will have the gems added to their SMITE account and the skin code e-mailed to them. 
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BATTLEGROUND oF THE GODS 


“Smite's unique camera angle alone is enough 
to set it apart from other MOBAs, and a 
* developer Hi-Rez didnt stop there. Each map 
is polished, every God looks and sounds great, — 


and exceptional Match of the Day modes offer git 
plenty of variety” -[GN a A 
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CRITICALLY-ACCLAIMED 
3D ACTION MOBA 


SMITEGAME.COM 


Newest God Release: 
Sylvanus - Keeper of the Wild 


